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AGuide Simba, the brave and loveable lion from Disney’ S The. Lion King 
and Disney's The Lion King: Simba’s Pride, on a journey across the - 
African jungles and plains. Although the game begins with 
_ Simba as a young cub, he eventually grows to become a 
\ _ powerful adult ga who will rule the Pride Lands and 
_ defend them against enemies 


such as hyenas, vultures, 
_ leopards—even pe ae 
_ >" himself. On your travels; not 
Ba “onl will you learn the skills needed 
to survive, but you will also learn | 
| what it takes to be KING! 


e 
Starting Up 
. Turn OFF the POWER switch on your 
Nintendo Game Boy’ Color. 
Never insert or remove a Game Pak 
when the power is on. | 
. Insert the Game Pak into the slot 


on the back of the Game Boy 

_ Color with the label facing out. 

_ Press the Game Pak firmly to 
lock itin place. ee Movement 
3. Turn'the POWER switchON. “aw 
4. When the title screen appears, i 


Roar 
press START to continue. 


Note: Disney's The Lion King: Simba's Mighty Adventure is 
for Game Boy Color only. 


mS | 
Main Menu 
_ There are five options available on the Main 
~ Menu. Press Up or Down on the Control Pad to 
_ make a selection, then press the A Button to 
confirm. To get back to the Main Menu from 
another menu screen, press the B Button. 


New Game 
Select New Game to start a new game where you play as young Simba. 


: _ Password 


: Passwords are given to players after completing a level or bonus game 
(between levels). Select Password from the Main Menu and enter a 
password in order to continue a game from where you left off. — 


Options 

Press Up or Down on the Control Pad to select 
the option you wish to change. Press Left or 
Right on the Control Pad to change the settings 
on the selected option. 

Difficulty Me 
There are three difficulty levels in the game — Easy, Medium and Hard. 
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Easy - In Easy mode, the player starts out with five lives and damage 


inflicted by enemies is reduced. 


Medium — In Medium mode, the player starts out v wit ae ives od ins 2 


EY 


will take normal damage from enemies. 


Hard - In Hard mode, the player only starts out with three lives and 
damage inflicted by enemies is increased. 


Note: The difficulty level cannot be changed once a game is started. 
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Tag 


Select Tag to play a two-player tag game vith ) fend. 


Note: You will need a Nintendo Game Link* Cable, — 
two Game Boy Colors, and two copies of The sien 
King: Simba's Mighty Adventure Game Paks. 
Two-player play via the Game Link Cable is a « 

special feature for owners of Game Boy Color S 
and is available only for Game Boy ealac. US. 
Game Boy Color competition. © 


Please turn each Game. Boy Color OFF, insert the. 
Nintendo Game Link Cable into both Game Boy Color 
units, and then turn each Game Boy Color back ON before st 
starting a two-player tag game. 
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Main Game 


Controls 
| All references to button selection in this manual refer to the default 
~ controller configuration. You can change the default controller 
, configuration from the Options Menu accessed from the Main Menu or 


from the in-game Pause Menu. 
re - Side-Serolling Controls 


~AButton — Jump or Climb up a ledge if Simba is hanging from a ledge. 
BButton — Claw Attack 


oy — Start ==——_—_—Roar. A roar will temporarily freeze some enemies in their 


~_ tracks. The amount of roar available i is indicated by the | 
a. & Roar Bar. 
— Left/Right ~~ Move Left or Right 


While hanging from a ledge, Simba pulls up to the ledge. 
While standing still, the screen shifts up to show what is _ 
above Simba. : 
While standing still, Simba crouches close to the ground. _ 

_ While hanging from a ledge, Simba drops from the ledge _ 


and falls to the ground. While standing still and holding it, ua 


the screen shifts down to show what is below Simba. 
Diagonal Down While running, if the player presses down 


(Left or Right) diagonally in the direction of the run, Simba will do a 
Roll Attack. 


Top-Down Controls 

A Button Jump 

Left/Right Move Left or Right 

Up Move Forward\Speed Up 
Down Move Backward\Slow Down 


Select 


pause the game and bring up the Pause : 


— the Start and Select and 


Pressing Select during eiihcplat will, 


Menu. 


Game Reset 

You can reset to the title 
screen at any time during 
gameplay by holding down 


the A and B Buttons simultaneously. * ] 
WARNING: You will abort your current 


game and lose all information when of 


you reset. 


' Pause Mene 3 


+ Lives 
This indicates how many lives the pa has reciainigg. 


Continue 
Select Continue and press the A Button to take ae back to the game, 


Options 
Select Options to go to the Options Menu. 
Note: You will not be able to change the difficulty setting during a game. 
Quit — 
Select Quit, to quit the current game and go back to the Main Menu. 
Amulet 
This indicates how many pieces of the amulet you have Pollectelt on. 
the level so far. Collecting all five amulet pieces will AIOE a bonus 
® a after the level. 


a 


Health Bar 


Life Meter 
This indicates the number of lives left. 


Health Bar | | 
This indicates the amount of health left. Once the health bar is Hiedtiea ® 

to zero, you lose a life. The health bar can be peplenished by collecting mF 
health power-ups, OF by finishing a level. 


Roar Bar 


This indicates the number of roars Simba is able to perform. It decreases : ™ 


when Simba roars, but will auitomalically replenish itself over time. 


Star Counter th. 
This indicates the number of stars you have collected. Once you | u collect se 
100 stars, you receive an extra life. 


Power-Ups 


Star 
x Collect 100 stars to get a free life. 


Small Health Bug 
One of these will replenish a small portion of Simba's 


Health Bar. 


Big Health Bug 
One of these will totally replenish Simba's Health Bar. 


Health Extender Bug 
This increases the length of Simba’s Health Bar so he can 


withstand more damage. 


Roar Bug 
| This increases the speed at which Simba’s Roar Bar 
| replenishes. 


Extra Life (Young Simba) 
Collecting one of these gives Simba an extra life. 


Extra Life (Adult Simba) 
Collecting one of these gives Simba an extra life. 


Amulet Piece 

4 Hod There are five amulet pieces that are hidden throughout each 

| level. Collect all five of the pickups on a level to piece together 
| ay the amulet and unlock a bonus game (between the main game 


levels) to earn more stars. | 


Levels 


Find and Pounce Zazu 

It is a hot, sunny morning and Simba begins 
his adventure near Pride Rock. His father, 
Mufasa, has instructed him to find Zazu and 
practice his pouncing technique on the poor 
bird. Remember, once Zazu lands on the 
ground, leap on top of him. Pouncing is fun! 


The Water Hole 
Simba is on his way to the Elephant Graveyard 
when he makes a quick stop at the local 
watering hole. Use the trees and hippos to 
navigate over the pools of water, but watch out 
for the snapping crocodiles and spitting frogs! 
Use the crocodiles as stepping stones when 
their mouths are closed. 


te Elephant Calbia ; Fe ey 
~ Simba arrives at the Elephant a aeae full of 

BD elephant skulls and bones. Try to avoid the 
~ swooping vultures and deadly scorpions as 
: hyenas pursue Simba at every turn. Use the 
crouch to help avoid bene. atinhed By He 
- vultures. 


Stampede 


Simba must run scotia a narrow canyon - 
_ avoiding a herd of stampeding wildebeests! _ 
~ Move Simba left or right as necessary to avoid 
ff the crazed herd while jumping over logs and 
~ stones that lay in your path. Run, Simba, RUN! 


x mba Finds Nala 2) 
_ Simba has now matured into an adult fo re 
~ complete with his father’s mane and powerful 
B® oroar. Tangle with hyenas and oats as joe try | 
ll lind >. Ree. aA ; | 


Defeat ‘séar® : 
Simba returns to the Pride Dad to find a 


barren rock, devoid of life—except for 


_leacherous leopards and harassing hyenas. — 


On top of that, lightning has sparked off a fire ia 


in the bushes and trees. Find and defeat Scar 
~ by knocking him off the plateau into the fire 
below. Reclaim your rightful place as KING OF §& 
THE PRIDE LANDS! 


"Save Kiara ) 


‘swamp heavily populated with sees 

~ crocodiles that are eager to taste a bit of thes: 
| young lioness. Simba must rescue Kiara Dye 
--traversing the hazard- filled marsh. 


Plains + OF Fire 

Simba must navigate his way areuah fields set 
aflame by the Outland lions in order to once 
again save Kiara. Besides the fire itself, Simba 


Bf will need to deal with vicious enemies along 
_ the way. Simba’s agility will be put to the test. 


as he tries to prevent his daughter from being 


B® burned alive! 


ba e Outlands - | 
J Walking with the reformed lion Kovu, Simba is 
ambushed by a horde of hostile Outland 
~ lionesses, led by Zira. Simba must make his 
/ way out of the Outlands and back to Pride 
Rock to recover from his WOME, Help Simba 
_ escape! ) ; 


Defeat Zira 

_ The Outland lionesses are engaged i in battle 
with the lionesses from the Pride Lands. 
Simba must defend against attacking Outland 
lionesses and defeat the evil Zira. Only then 
can he retain his rightful place as The Lion 
King. 


Worms Lost 


Bonus Games 


Bugs Caught 


Worms Collected 


Bug Drop 

Pumbaa and Timon LOVE to eat bugs. In this 

~ game, Timon runs back and forth on a log, 
throwing bugs he has found in the trees. The 
player must move Pumbaa left and right to catch 


as many bugs in his mouth as he can. The game 
ends when Pumbaa misses three bugs. 


Catch The Worms 

Timon wants to collect worms to save for the 
winter. However, Pumbaa is hungry NOW. The 
player must use Timon to try to grab the worms 
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a Ba but he fag to run baat to the bucket to sop Pumbaa from 


- eating all of his winter savings! Once a worm escapes, or Pumbaa eats 


orm, a point is deducted. When ten points are deducted, the game 
is over. i | . 


Bug] Tenuie: 

- Pumbaa is in a game of ' Bug Tennis’ with Timon. 
_ The player must use Timon to hit the bug back to 
ilagn, The game is over when Timon misses 

- three bugs. 


§ Beetle Hunt 
® Collecting bugs is hard work. The player must 
move Timon through the dense jungle in order to 
- collect beetles for dinner. Grab as many yellow 
__ §§ beetles as you can and get them to Pumbaa within 
§ the time limit. Beware —the red bugs are 
poisonous and collecting one of these will reduce time remaining 


the amount of time on your timer 
by twenty seconds. 


Beetles Caught 


— a nets two- -player game of tag between young Simba and 


| Nala. The object of the game is to keep the star away from the other 


~ player. The first player to capture the star is the “runner.” The other 


- player, the “pursuer,” must try to steal the star away from the runner. 


Each player has a two-minute timer. Whenever 
a player has the star, their timer is frozen, while 
the opposing player’s timer counts down. The 
first person whose timer runs down to zero 
loses the game. 


Bh Please refer to page seven for more information 
on playing Tag. 


Characters 


Simba 
Simba is the young lion son of Mufasa, the 
_ King of the Lions. Like any lion cub, he is 
_ playful and mischievous, which often gets 
. _him into trouble. As an 
adult lion, he is a powerful 
-force to deal with. 


25 


j ‘Zazu~ | 

Zazu i is Mufasa’s right hand man. Mufasa often 

has Simba practice his pounce on the defenseless — 
- bird. Poor Zazu... 


: | s ct ildhood friend who eventually mont 
becomes his mate. She often enjoys going on 
. adventures with Simba. 
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Scar bas 
Simba’s uncle Scar is a selfish ~ Jean 
old lion. Although he is the 
brother of Mufasa, he craves the % , Z 1)... : . 
power of the throne—so much ss fe y SF a 
so that he would betray Mufasa and GN RY’ far 
sR es Ste, we AY 4 : 
Simba for his own desires. ; a i 


Zira : 
Zira is the queen of the eal Gotland fegessesrs 

Because their land is so desolate and empty, the 

Outland lionesses want to invade and take over the BS 
Pride Lands. itor 
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. ) You must be at least the. age of 13 years old i in order for us to assist you 
ee ~ when contacting Customer Support. 


Note: Please do not contact Customer ec sUupnoIt for hints/codes/cheats; 


elhanwrw. Ducvigictonidis pit 
ort section of the web has the most up- ‘to- date information 


AMOI 


e E-Mail: — af . 
/ Atesponse ma take anywhere from 24-72 ~~ Shoals on the. 
vi e of messages we receive and the nature of your problem. 


Me Cate ETN. 


Note: Internet/e-mail support is handled i in English only. 
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Phone: (310) 255-2050 af 
~ You can call our 24-hour voice-mail system for answers to our most 


frequently asked questions at the above number. Contact a Cine i ; 
Support representative at the same number between the hours of 9:00 


am and 5:00 pm (Pacific Time), Monday through a excet 
holidays. 


Please do not send any game returns difecti¢ to Activision. Iti is our 
policy that game returns must be dealt with by the retailer or online 


site where you purchased the product. 
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SOFTWARE 
mona n> CAREFULLY: use ¢ OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS. set FORTH BELOW. + PROGRAM" ‘ 
SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINEOR 

NIC DOCUMENTATION. AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING = 
C iE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. (" ACTIVISION" ). 

SE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program solelyand = 
eee) for your personal use. All rights not specifically granted under this Agreement are reserved by Activision. This Program is licensed, not oat 
~ Your license confers no title or ownership in this Program and should not be construed as a sale of any rights in this Program. 


ay 


of "OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but not — ¢ 
Mie limited to any titles, computer code, themes. objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, animation, 
~ sounds, musical c ions, audio-visual effects, methods of operation, moral rights, and any related documentation, incorporated into this Program) 
are owned by Activision or its licensors. This Program is protected by the copyright laws of the United States, international copyright treatiesand 
4 coo ar and other laws. This il Contalits Cortan licensed Aosta ee! Activision's licensors | wry protect si rights in the event of ar any 
‘ ponten 


-_- violation of this Agreement. 
YOU SI 


NOT: — 
fie ee loit this ‘Program or any of its parts commercially, vichitng but not limited to use at a cyber cafe, computer gaming center or any other a 
bog gira . Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial use: see the ih. 
2 tact i jormation below. =) 
Fe Gs * . oe rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written consent of %, 
pests fare Si engineer, derive source code, modify, decompile disassemble, or create derivative works of this Program, in whole orin part, 
ok disable or circumvent any proprietary notices or labels contained on or within the Program. Buss a Win 
eee ae Bees © gpa this Program or any copy or adaptation in violation of any applicable laws or regulations. — Ss cvastaee 
aS Activision warrants to the original Bares ‘purchaser of this Program that the recording medium on which the is ee 
- De free free from a Seager and workmanship for 90 days from the date of purchase. If the Lasigit 3 ase is found bottle saben res 
Ries ia ir deere LpaieatyDy teadhad —— tab ‘of charge, any a discovered to " such period upon its = of 
te ’ 1 of the date of purcha ree ae yoann x alt being anata by Activision. Inthe event that the ; 
iss, oF rane 5 planes: Oe net similar progra bc nraserin beg Looe alee. a 
“Wii ve i taining the iM as originally provided by / Activision Son and ‘is a Ch ie yaaa i 
: appl and shall be void ith dt hs an ough bse mateo. oe ewan: pescibel by sate oe SY re 


mited ) the fi * 2 
EXCEPT AS phat 5 WARRANTY IS IN LIEU OF ALL OTHER ee Darke ORAL OR WRITTEN, EXPRESS el ee 
OR IM PLI D, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON- INFRINGEMENT. ‘ 
nse pene iste REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION. Ce EeL tte 5, 
_ When returning the saan for warranty replacement please send the orgies ORAS cartridge only i in protective packaging and inchide:. Se \ 
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(1) a photocopy of your dated sales receipt; (2) your name and return address typed or a (3) a brief note descibieg' the wage the 
problem(s) you are encountering and the system on which you are running the Program: you are returning the Program after the 90-day — 
warranty period, but within one year after the date of purchase, please include check orm order for 4? US. currency per cartridge 
replacement. Note: Certified mail recommended. f god teat le 

In the U.S. send to: Warranty Replacements, Activision. | Inc., P.O. Box 67713, Los Angeles, \ California 90067 

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL t 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY LOSS OF et 
COMPUTER FAILURE OR MALFUNCTION AND, TO THE BY LAW, ebb O RSO INJURIES . EVEN IF 
ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY | T) 


PRICE PAID FOR THE LICENSE TO USE THIS Oe STAT ATIONS ONHOWLONGAN 
IMPLIED WARRANTY LAST oe ie ce EXCLUSION OR L eraTION OF | EQUENTIAL DAMAGES, SO THE ABOVE 
LIMITATIONS AND/OR EXCLUSION OR LIMIT ATION OF AY NOT APPLY TO YOU. THIS W RRANTY GIVES you SPECIFIC TEAL atist 


RIGHTS, AND YOU MAY HAVE OTHER nics wach VARY FROM JURISDICTION 


TERMINATION. Without prejudice to any other rights of Acti ths Aer i en smi aicnena if you fail ‘com with its a Fey 
terms and conditions. In such event, you must destroy all copies of thi ram and all ofits component Pas tas 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and elope 
"Commercial Computer Software" or "restricted computer 

Government subcontractor is subject to ropes ae set 
clauses in DFARS 252.227-7013 or as set forth anu 

FAR 52.227-19, as applicable. The Contractor/Manufacturer zak 


INJUNCTION. Because Activision would be ir Q 
Activision shall be entitled, without bond, other security or p1 mages, 
Agreement, in addition to such other remedies as Activision may otherwise have 

= eelord sale * 
INDEMNITY. You agree to indemnify, defend and hold \ctivision, its part 
harmless from all damages, losses Pll arising dire 
the terms of _ Agreement at: ates 
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provisions of this Agreement shall not be affected. c ‘ 
between California residents entered into and to be eae within and you consent to the Ke 
exclusive jurisdiction of the state and federal courts in Los Angeles, California. If you have any questions concerning this license, you may ‘contact _ ee 

Activision at 3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, Attn. Business and Legal es pe diaediet oces : 


© Disney. Developed by Torus Games. Published and distributed by Activision Publishing. Inc. Activision is a registered tae of 
Activision, Inc. © 2000 Activision Publishing, Inc. The ratings icon is a trademark of the Interactive Digital Software Association. Al 
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